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WARNING 


WARNINGS Read Belore Using Your Sega Dreamcast Video Game System 
CAUTION 

Any one whousee the Sega Dreamcest should road the operating manual fa* the software a rvC consafo before operating them. A 
responsible adult should read these manuals together with any minors wlrowiH use tint Saga Brepmoast before the mijiot uses it. 

HEALTH AND EPILEPSY WARNING 

Same small number oJ pco^e are suseupiititeto epileptic seizures or Joss of consciousness whan exposed tc certain (lashing ligitte or 
light patterns chat they emunMct in everyday life, -such as chose in certain television images or rids 0 semes. These seizes or loss of 
consciousness nsay occur even IF the parse* has never had an epileptic seizure. 

IF you uranymieirt your lamBy has ever hed symptoms rotated to epilepsy when exposed t» fishing lights, consult yOurdcctor prior to 
using Sega Dresmcast, 

In ell cases, parents-should monitor the use of video games by their chiEdren, If any player experiences dizziness, blurred vision, eye or 
muscle twitches, loss cl consciousness, disorientation, any invoSwttary mpvemert cr convulsion, IMMEDIATELY DtSCGNTl NtJC USE AND 
CONSULT YOUR DOCTOR BEFORE RFSUMJPfG PLAY. 

Tfl reduce the possibility of such symptoms, the operate* must follow those safety proeautinns at all rimes when using Soga Oreemcast 

* S3t a minimum of 6.5 feet away fiorti she relevisian screen. This should be as fa/ as die length ef the Control'w cable. 

■ Do net play if you are tired or haw not had much sleep. 

■ Miifce sure that the room in which you are playing has all the lights on and is well lit. 

* Stop playing video games for at least ten to twenty minutes par hour. Thia will rest your eyes, neck,- eems a inf fingers sc diet you can 
continue comfortably playing die game in the Future. 

OPERATING PRECAUTIONS 

To prevent personal injury, property damage or malfu nction: 

» Before removing disc, be sure it has stopped spinning. 

* The Sep Dreamcast GD-RQMdise is intended lor use exclusively on the Sega Dreameesi video game system, ffo not use diis disc in 
anything other than a Sega Draamcast console, especially not in s CD player. 

* Ifo not allow fingerprints or dirt <m eifosr side of the disc, 

* Avoid tending tlw disc, Do itot touch, smudge or scratch its surf ecu. j- 

* Bo not modify or enlarge the center hate of die disc m usee disc foal, is crocked, modified m reps; red with adhesive tape. 

* Co nut write mr or apply anytfting to either side of the disc. 1 , 

■ Store the disc in.its originaf cose and do not expose it to high temperature and humidity. 

Jl Do rtfo leave the disc in direct sunlight or near a retfiator or other source df heat 

1 Use lens cleaner amf a soft fty cloth sc clean, disc, wiping gently (r&m the center ig the edge. Never uso ctiamicals such as benzene 
and painttiiterterto ctoar> disc. 

PROJECTION TELEVISION WARNING 

SrilS pictures nr images may tic se aerotaiiamjHciziretabe damage or merifthe phosphor of the CRT. Avoid repented or extended use of 
video gairtee on hinge-screen projection televisions. 

SEGA DREAM CAST VIDEO GAME USE 

■Ris GO'FtfiM con only he used wCth fon Sega Dreamcestvidw game system, Do not attempts play this GO-NDM on any other CD player: 
dofo^ so meydanfagothe hoodplmnes and/or speakers. Tbfogema is licensed for Ifoitfe play an the Sega Dreerocsst video game system 
only. Unauthorized copying; reproduction, ranter, public .performance of this game is n yipfotton of applicate lews. The cherectersutid 
uvefos portrayed in this game era jMirfoy liclionaL Any similarity to other persons, living or dead, is purelypoincideEital. 
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GETTING STARTED 


Before you begin to play NFL® Blitz™ 2001, pay attention to the following information regarding 
your Sega Dreamcast Hardware Unit. 


* Be sure the Power is off on your Sega Dreamcast system. 

* Plug in your Sega Dreamcast controller. 

*One controller is included with the Sega Dreamcast at the time of purchase. Additional controllers 
and peripherals are sold separately. For more information on the Sega Dreamcast controller see 
the next page. 

* Insert your NFL Blitz 2001 Sega Dreamcast Specific Disc. 

* Press the Power Button to activate the Sega Dreamcast. 

* Follow on-screen game instructions. 


SEGA DREAMCAST HARDWARE UNIT 



Rowe r Button 

This turns the 
unit ON orOFf 


Open Button 

Pross to open 
the Qis-P Qofor 


Control Ports ————'-- 

Use these ports to connect she Sega Dreamcast Controller or ether peripheral equipment. 
From left to right are Central Port 4 Control Port B. Control Port C. and Control Pori D. 
Use each port to tonriectcontfollcrs for players t to 4 respectively, 




GETTING STARTED 


NFL Blitz 2001 is a 4-player game. Before turning the Sega Dreamcast power ON, connect the controller 
or other peripheral equipment into the control ports of the Sega Dreamcast. To return to the title screen at 
any point during game play, simultaneously press and hold the A r 8. X. Y and Start Buttons. This will 
cause the Sega Dreamcast to soft-reset the software and display the title screen, 

SEGA DREAMCAST CONTROLLER 





Forward View 


Left Trigger 
{Trigger L) 


Right Trigger 
[Trigger R) 


X Sutton 
Y Button 
B Button 
A Button 


Overhead View 

Analog Thumb Pad 

Direction Button — 
{D-Button \ 

Start Button—- 













































GAME CONTROLS 


Here are the basic controls for NR Blitz 2001, Please refer to the previous page for the button locations 
on your controller. 

BASIC MOVES ON OFFENSE 

* MOVE PLAYER: Directional Button 

* TURBO: Left Trigger 

* JUMP: A Button 

* PASS: B Button 

BEFORE THE SNAP (OFFENSE) 

* MOVE MAN IN MOTION: Move the Directional Button Left or Right 

* HIKE BALL: A or B Button 

BEHIND THE LINE OF SCRIMMAGE (OFFENSE) 

* PASS: Directional Button towards receiver + B Button 

* HURDLE: A Button 

* HIGH HURDLE, Left Trigger + A Button 

* TURBO RUN: Hold the Left Trigger 

■ SPIN MOVE: Press the Left Trigger twice 

* JUMP PASS: A Button, then B Button 

* FAST PASS: Left Trigger + B Button 

* DIVE FORWARD: Left Trigger + A Button twice 



GAME CONTROLS 


OVER THE LINE OF SCRIMMAGE (OFFENSE) 

• LATERAL BACK: B Button 

• STIFF ARM: Left Trigger + B Button 

• HURDLE: A Button 

• HIGH HURDLE: Left Trigger + A Button 

• TURBO RUN: Hold the Left Trigger 

• SPIN MOVE; Press the Left Trigger twice 

BLITZ PASSING (OFFENSE) 

As an alternate way to find your receivers, hold the Right Trigger to bring up button icons underneath the 
receivers. Press the corresponding button to throw the ball to that receiver 

BASIC MOVES ON DEFENSE 

• MOVE PLAYER; Directional Button 

• TACKLE: Move your player into the player carrying the hall 
■ DIVE TACKLE: Press the A Button 

• CHANGE PLAYER: Press the B Button 

• TURBO RUN: Held the Left Trigger 

• INTERCEPT/SWAT BALL: Press the A Button 

• PUSH OPPONENT: Left Trigger + B Button 

• POWER TACKLE: Left Trigger + A Button 










VISUAL MEMORY UNIT (VMU) 


Use this device to Load or Save Configuration Data and 
options settings to your VMU. After selecting a Load or Save 
option, press the A Button to Load or Save data. 

When saving data, your Controller Configuration and any 
game configuration settings will he saved to the VMU until 
the next time you play NFL Blitz 2001 . The VMU will 
automatically load any saved data when powering up 
the console, as long as you have a VMU inserted in your 
Sega Dreamcast. 


VISUAL MEMORY UNIT (VMU} 



The number of memory blocks required to same game files varies according to the type of software and 
content of files to be saved. For example, an entire NFL season can take up to 60 blocks alone. 


Game information can be saved to the console's main memory. Once the power is turned off. this 
information will be tost. IT IS HIGHLY RECOMMENCED THAT YOU USE A VMU TO SAVE INFORMATION!!! 


IMPORTANT WARNING 

While saving a game file, never turn OFF the Sega Dreamcast 
power, remove the VMU or disconnect the controller. 


MAIN MENU 


After pressing Start from the Title Screen, the Main Menu is displayed. You can then choose from the 
game options listed below. To select an option, move the Directional Button to highlight the option, then 
press the A Button to select the game option. Press the B Button to go back to the previous menu screen. 


ARCADE - Want to jump right in and play a game? Arcade Mode is the place to do it. Up to Four players can 
participate. Winning Arcade Mode games allows you to earn points that can be used to create your own 
players and teams! See Pages 22-25 for more information. 


OPTIONS - The Options Menu allows you to adjust certain settings 
In the game and the configuration of your controller. See the next 
page for more details. 

SEASON - Up to 8 players can compete in Season Mode. More 
Information is available on Pages 12-13. 



iffr 


tl 


TOURNAMENT - Host a tournament with up to 8 teams. Check out Pages U-15 for more details. 

SLIT? EDITORS - Edit and create plays, players and even create your own team! See Pages 16-25 for all 
you need to know. 


PARTY GAMES - Choose from 3 different mini-games to challenge your Blitz skills! See Page 26 for 
more information. 





















OPTIONS MENU 


1 ^g .-- - J 

Select OPTIONS from the Main Menu and press the A Button, The Options Menu allows you to adjust 
different settings in the game as well as the configuration of your controller Select either OPTIONS or 
CONTROLLER and press the A Button. 

OPTIONS 

This sub-menu is split into two sections. Game Options contains all 
the options dealing with the structure of the game. These options 
include game Difficulty. Camera angles. Stats, Quarter Length, etc. 

The second portion are Sound Options. These options deal with the 
volume of different sounds in the game such as background Music, 

Sound Effects and the Announcer, Each option can be adjusted by 
pressing Up and Down on the Directional Button or Analog Thumb Pad 
to highlight the option to be adjusted. Next, press Left or Right to 
change the option setting. Sound Options appear as a volume bar The bar will decrease (tower the vol¬ 
ume) and increase (raise the volume) when adjusted. When you are finished, press the A Button to save 
your settings (if you are using a VMtl or to save to the console's main memory) and return to the 
Options Menu. 

CONTROLLER 

You can change the configuration of your controller in this sub-menu. To change the configuration, select 
the action you want to adjust. Next, press the button that you want to use for that action. To restore the 
configurations to their initial (or default) settings, highlight INITIALIZE and press the A Button. You can 
also Load and Save your configurations here if you have a VMU present (with saved information on it) or 
if your information is saved to the console’s main memory. When you are finished, select DONE and press 
the A Button. 




PLAYING THE GAME 


Before we get into the other game modes in NFL Blitz 2001, let's talk about the basic rules and features 
you'll find when playing. 


CONTROLLER SELECTION 

Up to four players can participate in some game modes of NFL 
Blitz 2001, At the Controller Select screen, move your controller 
to the player number you wish to play as. This feature allows 
players to compete against each other or team up against the 
CPU team. When you have selected your player number, press the 
A Button to continue. Press the B Button to cancel the selection. 



TEAM SELECTION 

Only players located in the PLayer 1 or Player 3 spots of the 
Controller Select screen will be able to choose their team. Press 
Up and Down to view the different NFL teams. The bottom ef the 
screen wilt shew the team's statistics. To select your team, 
highlight the team and press the A Button to continue, 

HINT: To select your team at random, press Left on the Directional 
Button (or Analog Thumb Pad) and press the Left Trigger at the 
same time. 













PLAYING THB GAME 


ENTERING CODES 

Before each game begins, you will see the Match-Up screen. 
Below each team will appear a set of three icons (depending 
on how many players are participating}. Press the three 
gameplay buttons (depending on if you changed the configuration 
of your controller or not} to cycle through a series of icons. 
After you have entered the icons, press the Directional Button 
or Analog Thumb Pad in a specific direction. If you ve entered 
the code correctly, you'll hear a sound confirming your code 
along with text showing what code was accessed. 



PLAYER LOCATIONS 

NFL Blitz 2001 supports up to four players. When on the field, 
eaeh player will have their player number (1.2.3 or 4) from the 
Controller Select screen (see the previous page). Each player's 
Turbo Meter will appear on the bottom of the screen. Make 
sure you watch this meter carefully because you never know 
when you might need it. 



SEASON MODE 


Season Mode allows you to take control of a team and play it through an entire NFL season. At the Main 
Menu screen, highlight Season and press the A Button. You will then be given two options. New allows 
you to pick a team to use for your season. Load will let you load a saved season. 

LOAD SEASON 

If you choose to Load a season, highlight Load and press the A Button. Then you must select the saved 
season from yeur VMU or the console s main memory. Once you have located the saved season, press the 
A Button to return to the Season Mode menu. 

Once you have successfully loaded a saved season or began a new 
one, you are now ready to continue. At the Season Mode menu 
screen the remaining menu selections will become available. From 
these selections you can play your next game (Play Week), check 
your Results (see next page) and adjust the Season Options, You will 
also have the option of starting a New season. Loading a season and 
Saving your progress. 

NOTE: You may only adjust Quarter Length and Difficulty options before the game. These options are not 
adjustable between quarters of a game in progress. 
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SEASON MODE 


SEASON INFO 

Under the Info selection on the Season Mode menu screen, you can look up your team's standings and 
other information from your season. Highlight Info and press the A Button. Move Up or Down with the 
Directional Button to highlight which result you wish to view. 

VIEWING INFO 

The Info Menu contains all you will need to know about your season. With Schedule, you can view your 
upcoming schedule and who you're going to be playing against. With Standings you can view your team s 
current ranking as welt as the other NFL teams. Your team will be highlighted but you can view the other 
teams by pressing Up or Down on the Directional Button. Statistics lets you know where you are in 
regards to Passing, Hushing, Defense. Points, etc. 

This is a pod way of measuring your team against the rest of the league. You can scroti through the 
different statistics by pressing Left and Right on the Directional Button. You can view where other teams 
are in regards to statistics by pressing the Left or Right Triggers. 


m 


TOURNAMENT MODE 



SETTING UP A TOURNAMENT 

When you select Tournament from the Main Menu screen, you will be given two options: New (begin a 
new tournament} or Load (load a saved tournament from a VMU or Main Memory}. When you select New, 
you must enter a name for the tournament. Move the Directional Button in any direction to highlight letters. 
Press the A Button to select a letter. When you are finished, highlight END and press the A Button. 


Next, you will select how many teams will be in the 
tournament. Highlight the number of teams you'd like, 
then press the A Button again. Next you will choose 
whether you want Single or Double Elimination, Single 
Elimination means that if you are defeated a single 
time, you are out of the tournament. Double 
Elimination means you must beat your opposing team 
twice before advancing in the tournament. 


After you set op your tournament all the teams will 
allowed to enter a name for themselves. Press Up or 
Down to select a team, then press the A Button to 
access the Enter Name Screen and enter a name 
Repeat this process for all teams. 
























TOURNAMENT MODE 


If you have selected an ODD number ef teams to participate in the tournament, one team will have a BYE 
for their first game. A BYE means that the team with the BYE does not have to play. Once the first team 
has been eliminated, the BYE team will then have to compete in the second round of the tournament. 

Once your tournament has been set up. you are now ready to get it going. Under the Tournament Options 
menu, select Play and press the A Button. You'll then go to the Controller Select menu and select what 
controllers you'd like to correspond with the players. 

After you have set up your Tournament and want to save it. at the Tournament menu highlight the Save 
sub-menu. Press the A Button and choose what save slot you would like to save to. 
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BLITZ EDITORS 


NFL Blitz 2001 allows you to make not only custom plays, but custom players and teams as well! Select 
BLITZ EDITORS from the Main Menu and press the A Button. The Blitz Editors Menu will appear giving you 
the choices below- 

PLAYBOOK EDITOR 

This sub-menu allows you to create new plays, edit the 
existing playback, name your playbook and set audibles. 

See Pages 17-21 for more information. 


PLAYER EDITOR 

Create your own player! Ibis great feature allows you to 
change a player's attributes tike Speed. Endurance. Throwing 
and more! Check out Pages 22-23 for more details. 

TEAM EDITOR 

This feature allows you to create and staff your own NFL team 
change the team's name as well as build up your roster of players through trading with other teams! All 
the stuff you need to know is on Pages 24-25. 
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PLAYBOOK EDITOR 




USING THE PLAYBOOK EDITOR 

Using the Playback Editor is a great way to improve your team's skills on the field, and show your 
opponents your knowledge of the game. Create entirely new plays to crush your opponent. The following 
pages will give you instructions on how to Create your own plays. Edit existing ones and Customize your 
playback! 

EDITING OFFENSIVE PLAYS 

Select Offense from the Playback Editor menu and press the A Button. You'll notice nine blocks on the 
right of the screen. If you have no saved playback data you must create some. If you are just starting 
your playbook, the option Create/Edit will only be available. Press the A Button at this option to continue. 
Hext you can select which of the nine blocks you wish to be your new play. Select one and press the A 
Button. The rest of the menu options will now be available: 

FORMATION - Normal Fake Field Goal & Fake Punt Choose which type of formation you'd like to start with 
by pressing the A Button. Another selection menu will offer you other aspects of the formation. Each time 
you highlight an option, a preview will appear below 

EDIT ROUTES - Control each player on your offense. For information on creating the running routes, see 
Editing Player Routes on the next page. 

NAME PLAY - After you are satisfied with your newly created play, name it. 
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PLAYBOOK EDITOR 


EDITING DEFENSIVE PLAYS 

If you select Defense from the Playbook Editor menu you will find the options are basically the same. With 
Play Types you can choose from Normal defensive play to a Blitz. Formation refers to how you want your 
defense to he set up on the field. Select from the six choices and press the A Button. 

You can also name your defensive play, and set defensive action points (rush, zone, man), as well as 
place your players in their starting position. More information on editing routes is available on the 
following page. 

EDITING PLAYER MOVEMENT 

When you are creating an offensive or defensive play, select what type of play it will be and then choose 
Edit Routes. Highlight each player by pressing Up or Down on the Directional Button and select them by 
pressing the A Button. Move the player on the field with the Directional Button. 

Set route actions Uuke, Spin, Fake, Block. Turbo, Wave, and Delay) to change your player routes. 
Information on each type of action is displayed at the top of the screen as you select an action to change. 


# 










PLAYBOOK EDITOR 


il ' . r , irminn 

OFFENSIVE MOVEMENTS 

Select a player and press the A Button. On screen instructions appear 
as you edit. Move your Receivers along the Line of Scrimmage and 
down the field using the Directional Button. When you press the A 
Button, a screen will become available with different movements the 
player can perform. Select the move you want the player to do and 
press the A Button. 

You can have your player run straight, spin, cut to the left and then 
turbo into the end zone. Your Quarterback can either stand in a Regular Set or a Shotgun position. 

DEFENSIVE MOVEMENTS 

Select the Formation your defense will be in. This will determine 
whether you have Four or Five Defensive Backs on the field. Select a 
player and press the A Button. Next select where that player will be 
and what action that player will be performing (Man 2 Man. Zone 
coverage or Rush). 

After you re set. select DONE and press the A Button to return to the 
Playbook Editor: Defense menu. The menu works the same as in 
Offense. You can now Name your play and return to the Playbook Editor main menu to save it. 


# 




PLAYBOOK EDITOR 


EDITING THE PLAYBOOK 

Select Ptayhook from the Playbook Editor menu. You are 
now able to configure the game’s playbook. You can 
select from the three offensive playbook pages, the 
defensive page or set your audtbles. Use the button 
prompts at the bottom of the screen to select your 
Playbook page. 


Move the Directional Button to the play you wish to edit and 
press the A Button. A smalt window will appear showing alt 
the plays that are available to you. You can scroll through 
each one by pressing Up or Down on the Directional Button. 
Dnce you have selected a play you wish to place in that block, 
press the A Button. The same is done for the defensive page. 


















PLAYBOOK EDITOR 


SETTING AUDIBLES 

Audibles are plays changed at the tine of scrimmage. This is great when you notice that the defense is set 
to stop your play and you're about to pay for it. Select Playback from the Blitz Editors menu and then 
select Set Audibles. Next select from Offense or Defense, The Right Trigger (along with the Directional 
Button Left and Right) is used to call your audihles during the game. 

Select from Audible U or 3 and press the A Button. Next setect what play you want to correspond with 
that Audible. 

During the game, you can call an Audible. The initial button for an audible is the Right Trigger. Press this 
and then move the Directional Button Left and Right to select your audible. Do this at the line of scrimmage 
before the play begins. 




PLAYER EDITOR 


Before you begin to create your own player, you must accumulate points by winning games in Arcade 
Mode. These points can then he applied to your custom player's attributes. When you access the Player 
Editor Menu for the first time, you must create a new player. Select NEW from the Player Editor Menu and 
press the A Button. Next, select MODIFY and press the A Button, You wit! now be able to view your created 
player and assign specific attributes and features to him. Remember to save your created player at the 
Player Editor Menu by highlighting SAVE and pressing the A Button. 

NAME 

Setect a name for your player. You can enter a First and Last Name for your player. Both the First and Last 
names can he up to 12 letters in length. 

ATTRIBUTES 

Attributes are special abilities that each player has. The six attributes can be adjusted by pressing Left 
and Right on the Directional Button or Analog Thumb Pad, When you move an attribute's meter to the left, 
you will gain points but lower the attribute itself. For example, if you take away from the SPEED attribute, 
your player will be considerably slower. Attribute points range from 1 (terrible) to 20 (almighty), Here's a 
breakdown of each attribute. 

POWER - The strength of the player. This is very important for a blocking player 
SPEED - This determines how fast a player can run. This is Important for receivers. 

AGILITY - This defines a player s ability to fake, spin, etc. This is good for all Offensive players. 
ENDURANCE - This determines how long a player can use their Turbo Boost before the meter runs out. 
THROWING -■ Very important for Quarterbacks, This determines not only aim. but throwing speed as well, 
BALL HANDLING - Crucial for all ball carriers. The lower the score, the more likely you will fumble! 














PLAYER EDITOR 


SKIN 

Choose from skin colors to custom uniform styles. 

NUMBER 

Enter your created player's jersey number here, it can be either a 
single or double-digit number. 

HEIGHT 

Choose how tall your created player will be. Using the 
Directional Button or Analog Thumb Pad, press Left and Right to 
adjust the player’s height. Players can be as short as 5 feet 0 inches or as tall as 7 feet, D inches. 

WEIGHT 

This feature determines the weight of your player You can adjust the player s weight the same way 
as you did the player's height The weight limits are HO pounds te a whopping 350 pounds. 

POSITION 

Assign your player a position on the field. Select from 11 Offensive and Defensive positions. You can 
use the Playbook Editor (Pages 17-21} to put them in the right spot on the field. 

When you are finished creating a player, remember to save them to a VMU. When you attempt te 
Save or Load a player, remember to do so at the Player Editor Menu. 




TEAM EDITOR 


When you access the Team Editor for the first time, you will have to create a new file. Select NEW and 
press the A Button, The Team Editor Menu allows you to create a NEW team. LOAD a previously saved 
team, MODIFY a team and SAVE your team. Remember that you'll need to accumulate points by winning 
Arcade Mode games. Here s the breakdown of the Team Editor Menu. 


Select MODIFY from the Team Editor Menu and press the A Dutton. From here you can change uniforms, 
change the team's name, trade players and more. Remember to save your progress when you are finished. 


CHANGE NAME 

This allows you to enter a new name for your team. The team's name 
can he up to 12 tetters in length. 


CHANGE JERSEY 

You can change your teams jersey here. To change the jersey, press 
the A Button. Once you press the A Button, a screen will appear 
showing all of the NFL teams. Highlight the team with the jersey color 
that you want to use and press the A Button, This will access a new 
set of players as well. Once you have selected a team, you will he able 
to recruit and edit the players on your roster. Keep reading to find out 
how to trade and edit your players. 
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TEAM EDITOR 


EDIT PLAYERS 

Once you select EDIT PLAYERS and press the A Button, you will be able 
to view that team's roster. Remember that the team jersey you selected 
will give you that tea ms roster as we 111 You can view the players by 
moving the Directional Button or Analog Thumb Pad. To move to the next 
set of players or your roster, press the Left Trigger. When you have 
found the player that you want to edit, press the A Button. After you 
press the A Button, a new window will appear. 

MODIFY PLAYER - This will take you to the Player Editor Menu, where you can modify your selected player 
however you wish. See Pages 22-23 for instructions. When you are finished, you will return to the Team 
Editor Menu. NOTE; YOU CANNOT MODIFY THE ATTRIBUTES OF EXISTING NFL PLAYERS! 

REMOVE - This will waive a player from your roster. If you ve spent points on a custom player, you will 
lose them when you remove the player 

LOAD CUSTOM - You can load your created players here. You MUST import the correct player type! For 
example, if you want to swap a Quarterback with a linebacker, you will be unable to do so. 

RECRUIT PLAYER - Selecting this option will take you to the NFL roster for that position. When recruiting 
players, sometimes you will gain points by making the trade. Sometimes you may need points in order to 
recruit the player and you'll have to win a few Arcade Mode games to earn those points. 

CREATE NEW - This will take you to the Player Editor Menu. Create a new player {see Pages 22-23} and 
save them. They will now be able to he recruited. 




PARTY GAMES 


Select PARTY GAMES from the Main Menu and press the A Button. There are three games to choose from. 
Each game is designed to help sharpen your Blitz skills. Select a game and press the A Button, Next, 
select what player number you will be. When you're all set select your team and press the A Button 
to continue. 


1ST & GOAL FRENZY 

The object of 1st S Goal Frenzy is to score a Touchdown from a designated area of 
the field. Initially, you will start from the 10 yard line. Not too hard, right? As you 
score, you are set back 10 yards. For example, if you score from the 10 yard line, 
you have to try next time from the 20 yard line, then the 30,40, etc. You only get 4 
Downs from each spot. There are NO First Downs! 



GOAL LINE STAND 

This game is the exact opposite of 1st & Goal Frenzy. The object here is to stop the 
Offense from scoring. The game starts with the Offense on the 50 yard line. Each 
time they score, they will move up 10 yards. 



QB CHALLENGE 

Quick reflexes are the key here. You must successfully pass the ball to your three 
receivers before the time expires. Each receiver will run a different route. The time 
limit is set by the receivers flashing. When a receiver is flashing, this basically 
highlights the receiver and tells you whom to throw the ball to. The receivers will 
only he highlighted for a few seconds! Points are awarded for each successful 
pass. If the receivers are 'On Fire”, special multiplier points wilt be awarded. 
















HINTS AND TIPS 


l 

• Remember that you can save information to the console's main memory. Once the power is turned 
off. you will lose that information. It is highly recommended that you save game data to a VMU. 

* Teams that perform exceptionally well on the field wilt be set “ON FIRE" and will be even tougher to 
stopl On Offense, pass the hall to the same receiver three times in a row. On Defense, make the 
Offense lose yardage twice in a row. Don't let the opposition put your fire out! Turnovers. 1st Downs 
and allowing the opposing team to score will put your flame out instantly! 

• To perform an Onside Kick (after a Touchdown and extra point attempt!, press and hold Up on the 
Directional Button or Analog Thumb Pad and all three action buttons (based on what your controller 
configuration is). This is a great way to cause a fumble and recover the ball. 

• REMEMBER TO SAVE CREATED PLAYERS AND TEAMS!!! 

* To hide your cursor at the Play Select screen, move your cursor to the top left of the screen. Next, 
press Up on the Directional Button or Analog Thumb Pad twice, ff you are using a VMU, you can still 
view the plays through the VMUs LCD screen! 

* Watch your Turbo Meter carefully during the game! It’s important to have Turbo when you need it. 
If you can enter the UNLIMITED TURBO code at the Match-Up screen, then you've get nothing to 
worry about. 

* When running with the hall, the more spins you do can cause you to fumble. 

• Try to use Audi hies whenever possible. Calling an Audible is the best way to confuse your opponent 



NOTES 


Here's some space to write down any notes you may find. Look for hints in magazines or on the internet. 
Remember those secret codes we talked about? There's a hunch of them, so you may want to record 
them here. 
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WARRANTY 
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